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® EntartatamenlniaGMnet. 

A coin- or token-operated en lB i U l i grie nl macMn* such as 
alhit machine produeas a symiM coinbinMion e.g. random 
rotation of symbol-bearing reels (8) andairin bidhaiton is 
if the combination is of a pred ete r itti ned winning nature. There 
is Oso a Jackpot feature nvhereby prfcze MlUe is trmtorred 
between separate jackpot displays |18a. 18b. 18c) a» succes- 
sive games are played. On attaininQ a Jackpot win. tfie player 
can receive a prize corresponding to one or more of the 
jackpots. The jackpot display may skmiate movement of coins 
(21. 22) from one to the other of the Jack^ (18a. 18b. 18c). 
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ENTERTAINMENT MACHINES 



This Invention relates to ooin- (or tolcen-) operated 
entertainment nmchines of the Idnd which is ope- 
rable to play games resulting in the selection and 5 
display of combinations of symt)ols and with which a 
win indication is given in the event that a symbol 
combination of a predetennlned winning nature is 
obtained. The invention is more particularly, al- 
though not exclusively, concerned with such a w 
machine which is a fruit machine and with which the 
displayed symbols (typically representations of fruit) 
are selected at random, for example, by rotation of 
reels or by change of a video disple^ simulating the 
rotation of reels. is 

With a view to promoting the entertainment value 
of fruit machines it is known to provide a Jackpot 
feature. With traditional mechanical fruit machines 
this customarily involves the provision of a mecharv 
ism which diverts occasional Inserted coins into an 20 
exposed glass-fronted receptacle, the accumulated 
contents of the receptacle being discharged to the 
player on attaining a predetem^ed jackpot symbol 
combinatkm. With modem electronic fruit machines 
it Is known to provide a display simulating this 2S 
traditional jackpot feature comprising a number of 
representations of coins which are successively 
illuminated to simulate the filling of a receptacle, a 
payout determined by the numt>er of Illuminated coin 
representations being made, and Qlumination of the 30 
representations being correspondingly extin- 
guished, when a Jackpot win is obtained. This 
modem jackpot feature is commonly linked to an 
auxiliary display with which different display regions, 
such as tetters of a word or sectk>ns of a path or 35 
ladder, are illuminated in correspondence v^th 
selection of auxiliary symt>ols such as numbers or 
letters accompanying (e.g. pnnted over) the main 
combination symbols, the jackpot win being ob- 
tained for example when all letters of a word have 40 
been illuminated or illumination has progressed 
along a path or ladder to reach a jackpot indicator. 

With this known jackpot arrangement two prot>- 
lems arise. Firstly, in so far as the accumulated 
jackpot prize value is carried forward at the end of 45 
each game and displayed prior to purchase and 
commencement of the next game, an element of 
predictability is introduced which may be undesir- 
able or unacceptable. Secondly, after payout of a 
jackpot prize the feature may be of little interest to 50 
the player until sufficient games have been played to 
give rise to the accumulation of an appreciable prize 
value. 

An object of the present invention is to provide an 
entertainment machine having a jackpot feature and 55 
with which the above-described problems can be 
avoided or at least appreciably reduced. 

According to the invention therefore there is 
provided a coin- (or token-) operated entertainment 
machine which is operable to play games resulting in 60 
the selection and display of combinations of sym- 
bols and with which a win Indication is given in the 
event that a symbol combination of a predetermined 



winning nature is obtained, characterised in that 
there is also a plurality of jackpot displays between 
which jackpot prize value is transferr^3d as succes- 
sive games are displayed, and the arrangement is 
such ttiat the player has the opportunity in at least 
some games of achieving a prize award equal to the 
acccumulated value of at least one of the jackpot 
displays. 

With this arrangement it will be understood that 
additionai entertainment value arises in that the 
player can observe the accumulation of prize value 
occurring In one jackpot display by transfer from ttie 
oth^r display or displays, but at the same time there 
Is the possibility of avoMing undue predictability In 
so far as ttie player may not know in advance which 
Jackpot prize value wiR be awarded shoukJ he 
achieve a jackpot win. Moreover, f olk>wing a Jackpot 
win, pteiyer interest can be maintained since it is 
feasible immediately to reset the Jackpot displays so 
that appreciable prize value is again available for 
award. In this respect, it is to be understood that the 
jackpot arrangement of the inventk>n relies essen- 
tially on the re-distributlon rather than overall 
accumulation of prize value whereby the total prize 
value can be maintained at an appreciable level at an 
times. Indeed, and in accordance with a preferred 
embodiment of the inventkm the overall prize value 
may be maintained constant or sLdi>stantially con- 
stant at all times. 

Conveniently there may be three separate Jackpot 
displays although any suitable number may t>e 
provided as desired. The displays may comprise 
simulated coin receptacles, numerical displays or 
any other suitable display or combination of displays. 

The arrangement may be such that transfer 
occurs at the start or end of a game or during the 
course of a game on a regular predictable basis or at 
random or in response to selection of a predeter- 
mined symbol or combination of symbols as desired. 
Transfer may Involve simulated movement, e.g. of a 
coin, from one to another of the Jackpot displays. 
Transfer may occur in a predetermined direction and 
in a predetermined manner. In a particularly pre- 
ferred embodiment transfer occurs from display to 
display in a predetermined order until an end display 
Is filled. The displays nrtay then reset or. alternatively, 
transfer may then occur from the filled display back 
to the other display or displays either moving in 
reverse or continuing around a loop. 

The jackpot prize value may be a value of coins (or 
tokens) or may constitute one or more game 
features (such as fruit machine "hold" or *nudge* 
steps) or any other suitable award. 

Award of jackpot prize value may be made 
available in response to selection of a predetermined 
symbol combination. Alternatively the jackpot fea- 
ture may be linked to an auxiliary display whereby It 
is necessary to reach a predetermined position on a 
ladder or path or to illuminate a word or the tike, by 
attaining successively appropriate auxiliary symbols 
accompanying the main symbol display, in order for 
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ft iackpot prize eward to be rfMe ^rtiable. 
Aftemativety or addftionaRy the Jackpot (Ai2e Mard 
may be made available on a randorfi baM. 

When made available the Bppr^pfrM jickpm 
value may be awarded automatically. AftWttttrvtrty It 5 
may be necessary for the player to tftke ap^bpfiate 
action, for example, by pressing a jackpot pdyout 
button and in this case an etemem of ^ Or choteo 
may be introduced in that, for e)(tfnp{d. the JftCkpots 
and/or different combinatlOAs of th6 )ackpot$ are io 
made available In turn and the player has to press the 
button at the appropriate instatit to dbtalA a desired 
payout. 

The machine of the Inventton is prtfefobly a fnirt 
machine of the kind described above. f$ 

The Invention will now be described fur^ by way 
of example only and with reference to tfm accompa- 
nying drawings In whteh:- 

Figure 1 is a diagrammatic view of the front 6f 
one form of an entertainment macAind aebOrd- so 
ing to the Invention; and 

Figure 2 is a schematic circuit diagram of the 
machine. 

The entertainment machine shown In the drawlrigd 
Is a frifit machine and comprises a fldor^ttarHUng ss 
box-shaped housing 1 having a from waH which 
Includes a screen-printed glass sheet^ and. betow 
this sheet 2 a series of oj^rating buttons IrtcKldlng ft 
start button 3, hoW/nudge buttons 4. and ft jftckpot 
button 5. The front waH also contftlnft a payout 30 
opening 6 and a coin slot 7. 

Within the housing there are thl^d axially aligned 
reels 8 having, say. 20 symbols (such as ptetunds of 
fhjit) at regularly spaced positions arthjnd their 
peripheries. The reels 8 are axlaity rotfttftbift end arft S5 
drivably connected to respective stftppdf motofs d. 
The reels 8 are arranged behind a window Id d#fkied 
by a printed region of the glass panel Eftch retil 8 
can be anwted. by the respective dteptief motor 9. 
in any of 20 stopping positions in whteh one symbol 4o 
Is in precise registration with a hori2ontdl win line 1 1 
in the centre of the window to and two further 
symbols are visible above and bek>w the win lIn0 11 . 

The stepper motors 9 are cbnriectod to ft 
microprocessor>based control unit 12. This contrd 45 
unit 12 Is also connected to a coin mechanism 13, a 
peejfoult mechanism 14, thtH buttons 34. vftfk>us 
lamps 15 behind printed dispifty regiohs Of thO pfthel 
and lamps 16 In the buttons 3-5. 

The panftl 2 bftars t>riAtftd mfttter addttlonfti h> the so 
Window 10 iiicludihg the fOtlowihg> 
informatkm relating to the piftyihg of the gftrhe 
Including details of awards which otoi be ftOhieVed; 
an auxWaly display constituting ft ladder 17; 
three jackpot displays 18 (IhdIofttM 18b. 18c); 55 
a serieft of display Ihdtofttorft Id ftKmgftldO the 
displays; 

6 'double' mdteatlon 20 beneath OftOh dispifty 18. 

The jaoktk>t displays 1 A confttltutft thrftft mh Of 10 
represfthtatlorts ii of colnft llftked by a leireutar path 80 
made up of further represftntfttiOhs 22 dt Oolhs. 

In use. when the machine fis fifftt ftMrttchod on. 
selected ones up to half In total (||yr8fftr&bty half 
l.e. 15) of the coin representatldhs 21 m bftek-4llu- 
nUnated. The lllummated repreftehtfttlOhs 21 are 65 



distributed tietween the three displays 18 (e.g. say 
five tf) each). This startHj^ procediro, as In the case 
with the subsequent game playing procedure yet to 
be described, is controfied by the control unit 12 in 
accordance wfffi a gamo programme stored in ROM 
memory addressed by the mk:roprooessor of the 
unit. 

When the pteyef Inserts coins into the co^ 
mechanism 13 through the coin stot 7 sufficient to 
generate orMt for one or mora games, the mschine 
18 ftctuat8d ftuch thftt a gamo can now be played. In 
convehtionfti timm the player can press the start 
butfOh 3 to cauae the reels 8 to rotate and come to 
rest after cfiffertht reftpective random periods of 

time so M to tfi^iay ft seleeted aymboi Gomblnatton 
On the win Rne 11. At random at the start of sonne 
games the player Is given the opportunity of 
arresting orre or more rlMHs 8 against rotation by 
pressihg one or more hold/nudge buttons 4. At 

random at tfw ehd of some games the player is given 
the Opportunity of fttappkig ohft or more reeb 8 

through one Or more st^ by pressing one or more 
hotd/fludgft buttons 4. 

At the fthd of tfte game the combination of 
ftymbois on the win Bne 11 Is known by the control 
unit 12 smco thO ori^nfti starting position of the 
reels 8 and the number of steps through whteh each 
reel haft rotfttdd is known (because each stftpper 
motor 9 is driven by a cowited number of impulses 
fed from the oomrol unit 12). if the final combination 
is of a predetermlnftd winning nature corresponding 
to a pftyOut. the payout mechanism 14 Is approprt- 
fttely ftctufttftd. 

One Or more symbols on the periphery of each 
reel Is overprinted hi conventk>hftl manner with a 
number, initially (e.g. when credit is first accumulat- 
ed by insertk>n Of co^). the bottom "rung" 23 Of the 
ladder 17 is Ulumlnftted. At the end of a game the 
inumination moves up the ladder. In conventional 
nwiner. in Oorrespohdence with the vaiue of any 
overprinted number whteh is on the win line 11. On 
reaching thft top of the ladder 17 the illuminatkxi 
returns to the bottom 'rung* 23. The top four 
positions 24-67 On the ladder correspond to jackpot 
features. If the top positten 24 Is illuminated, the 
player can press the Jackpot button 5 and a payout 
equal to the total contents of ail jackpot displays 18 
is made (e.g. 18 coins). If the next positton 25 is 
illuminated the indtefttors 19 alongskle the displays 
18 are Hluminatftd stowly in sequence and the player 
can press the button 5 at the s^Dpropriaie Instant to 
obtain a pftyout ftqufti to the contents of ft selected 
one Of thft dieplftyft 18 (i.ft. mat display 18 which has 
the cbrfesfjonding indteator 19 IHumlnated). If the 
next positk)n 28 Is illuminated the player can again 
press the button 5 to obtain payout equal to the 
contents of onft of the displays 18 whteh has a 
corresponding indicator 19 Hluminated but the 
sequencing of the illuminated indicators 19 occurs 
rapidly so that skill must be exercised in order to 
select a deskftd display 18. If the positlort 27 is 
Hluminated one display I8 la ftelected at random for 
pftyout purpoftes. 

In randomly selected occasional games the 
'double' indicators 20 are illuminated. Any jackpot 



3 



0219305 



made in relation to a display 18 coriBsponding to an 
Ohimlnated 'double* indicator 20 is of a value equal 
to double the contents of that display 18. 

At appropriate occasions. e.g. a! random or at the 
start or end of each game, the contents of the 
displays 18 are redistributed. On each such occa- 
sion there is a change representing movement of 
one or more coins. Movement may occur succes- 
sively from display 18a to display 18b to display 18c 
and then back to display 18a. In more detaQ. Initially 
coins move alternately from display 18a to display 
18b and then from display 18b to display 18c until the 
end display 18c is full. Then coins move from display 
1^ to display 18a and so on. Other patterns of 
movement are also possible. Movement occurs by 
extinguishing a lamp 15 In one display 18. temporari- 
ly illuminating the lamp 15 (or successive lamps 15) 
between this display 18 and the next display 18 (at 
location 22) and then Illuminating a lamp 15 in the 
latter display 18. At the end of a game not resulting in 
a jackpot win the distribution of coins in the displays 
18 is maintained for the next game, even if there is no 
credit remaining for the playing of the next game. 
The lamps 15 of the dispte^ 18 may remain lit during 
this carry over period between games. In the event 
that a jackpot win is obtained the machine resets 
with regard to the displayed pattern of coins. Thus, 
the display may return to the original starting pattern. 
Alternatively, and partk^ulariy where the jackpot 
payout corresponds to only part of the total 
available, that part may be reset whereby the overall 
pattern is maintained as it was before the payout 

With the arrangement described there is carry 
over of a jackpot feature from game to game but 
there is little predk^tabllity because the player cannot 
know in advance whfc^ jackpot will be awarded on 
achieving a jackpot win. Moreover, it will be seen 
ttiat the total possible jackpot payout is always the 
same since it is the distribution, not the overall 
accumulation, which changes. 

With regard to the Indicators 19. more of these are 
shown than the displays 18a. 18b. 18c. The arrange- 
ment may be such that there is one Indicator for 
each display and the indicator is appropriately 
Identified to correspond to the respective display. 
Thus, three indicators may respectively bear the 
printed information POT 1, POT 2. POT 3. The other 
indk»tors may be appropriately klentlfied to corre- 
spond to other optk>ns e.g. 'k>se'. 'chance' etc. 
whereby selection of these during the Jackpot phase 
results correspondingly in a lost jackpot, or a 
randomly selected jackpot payout or otherwise. 

Whilst reference is made to movement of features 
on and interpretation of the displayed information on 
the front panel 2. it is of course to be appreciated 
that the motivation for the changes in the displays 
and the Interpretation of such changes occurs within 
the control unit 12. 

Thus, when lights advance up rungs of the ladder 
17 in correspondence with overprinted numbers on 
the reel displays, this occurs because the unit 12 
knows the stopping positions of the reels (as 
discussed above) and is therefore at>le to derive a 
numerical value (corresponding to the overprinted 
numt>er) from stored data. This numerical value Is 
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used to control the transmission of switching pulses 
to the ladder lights and the finally iOuminated rung is 
known as a functton of the number of such switching 
pulses. Similarty, movement of the coins and 
5 illumination of incficators 19, 20 is controlled by feed 
of switching pulses from the unit and response to a 
final display (in tenms of payout to be made) is 
determined by the unit 12 on assessment of the 
pattern or sequence of light switching pulses with 
id reference to stored data. In effect therefore the pots 
18a, 18b, 18c correspond to the contents of 
respective incremented and decremented memories 
or respective stored numerical values in a memory 
area of the unit 12. 
15 It is of course to be understood that the Invention 
is not Intended to be restricted to the details of the 
above embodiment whteh are descrit)ed by way of 
example only. 

20 

Claims 

1. A coin (or token-) operated entertainment 
25 machine wttich is operable to play games 

resulting in the selection and display of combi- 
nations of symbols and with which a win 
indication is given in the event that a symbol 
combination of a predetermined winning nature 

30 Is obtained, characterised In that there is also a 

plurality of jackpot displays (18a, 18b, 18c) 
between which jackpot prize value is trans- 
ferred as successive games are played, and the 
arrangement is such that the player has the 

35 opportunity in at least some games of achieving 

a prize award equal to the accumulated value of 
at least one of the jackpot displays. 

2. A machine according to claim 1, character- 
ised in that there are three separate jackpot 

40 displays (18a. 18b, 18c). 

3. A machine according to claim 1 or 2. 
characterised in that the said transfer of value 
involves simulated movement from one to 
arK)ther of the jackpot displays (18a. 16b. 18c). 

45 4. A machine according to claim 3, ctwacter- 

ised in that the displays (18a. 18b. 18c) 
comprise simulated coin receptacles and the 
simulated movement involves movement of 
coins (21. 22). 

SO 5. A machine according to claim 3 or 4, 

characterised in that transfer occurs from 
display to display (18a. 18b. 18c) in a predeter- 
mined order until an end display (18c) is filled. 

6. A machine according to claim 5. character- 
55 ised in that after fiiling of the end display (16c) 

transfer then occurs from the filled display back 
to the other display or displays (18a. 18b). 

7. a machine according to any one of claims 1 
to 6, characterised in that a jackpot prize award 

60 IS made available after attaining a predeter- 

mined position (24-27) on an auxiliary display 
path or ladder (17). 

8. A machine according to claim 7. character- 
ised in that progression along the path or ladder 

65 (17) is achieved in dependence on the attatn- 
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ment of successive synH>ols auxiliary 1o the said 
symbol combination. 

9. A machine according to any one of cteims 1 
to 8. characterised in that a jackp^ pi^put is 
arranged to t>e avvarded. when mada available. 5 
only flrfter pressing a payout byttpn ($). 
10. A machine according to any xtne^ofciaim^ 1* 
to 9, characterised in that it is af^t ma^vne 
and the said symbol combinatio»i8.aa)a^8Cl^by 
random rotation of reels (8). io 



20 



2S 



ao 



35 



40 



45 



50 



55 



eo 



65 



0?1930S 




This Page is Inserted by IFW Indexing and Scanning 
Operations and is not part of the Official Record 

BEST AVAILABLE IMAGES 

Defective images within this document are accurate representations of the original 
documents submitted by the applicant. 

Defects in the images include but are not limited to the items checked: 

□ BLACK BORDERS 

□ IMAGE CUT OFF AT TOP, BOTTOM OR SIDES 

□ FADED TEXT OR DRAWING 

□ BLURRED OR ILLEGIBLE TEXT OR DRAWING 

□ SKEWED/SLANTED IMAGES 

□ COLOR OR BLACK AND WHITE PHOTOGRAPHS 

□ GRAY SCALE DOCUMENTS 

□ LINES OR MARKS ON ORIGINAL DOCUMENT 

□ REFERENCE(S) OR EXHIBIT(S) SUBMITTED ARE POOR QUALITY 

□ OTHER: \ 

IMAGES ARE BEST AVAILABLE COPY. 
As rescanning these documents will not correct the image 
problems checked, please do not report these problems to 
the IFW Image Problem Mailbox. 



